ADVENTURES 
IN THE 
NIGHT 


Evil goblins and spellcasting orc shamans await you. 
You can sharpen your blade. You can prepare your spells. 
But can you survive the night? 
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A boy called Mans is in desperate need of aid. An orc shaman and a band of 
goblins have attacked his family and kidnapped his sister. 


Help Mans reclaim his home and save his sister! But beware-the night is dark 
and filled with monsters, and not everything is what it seems to be. 


You can sharpen your blade. You can prepare your spells. 
But can you survive the night? 
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ADVENTURES IN THE NIGHT 


A ONE-SHOT MINI ADVENTURE 


BACKGROUND 


The characters meet a boy called Mans 
(pronounced “Mons”) in the middle of the night. 
He is injured and desperately searches for brave 
adventurers who can help him. 

A group of evil goblins led by a spellcasting orc 
shaman have recently attacked Mans'’s family and 
driven them from their home. Mans needs help to 
get rid of the goblins to reclaim his home, avenge 
his family, and save his sister. 

However, Mans is reluctant to share the whole 
truth. While he isn’t evil, he is in fact a werewolf, 
and his family is a pack of wolves. 


THE QUEST BEGINS 


The characters have met on the road and decided 
to travel together to Buckbridge, a small village 
a couple of days away. They follow an old road 
through the deep forest that is filled with lurking 
monsters and wild beasts. Travelling in a group 
is safer, especially since the Buckwild region 
is known for its high number of wolves, which 
sometimes can be heard howling at night. 

Read the following description out loud: 
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Your feet are tired after a long day’s journey 
as you strike camp in a glade near a babbling 
brook. A ring of blackened stones around 
charred logs suggests that the glade has 
been used by many others before you. Some 
thoughtful traveller has left a pile of dry 
firewood underneath a thick spruce. 
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The forest offers plenty of game and 
opportunities for foraging. Characters who succeed 
ona DC 8 Wisdom (Survival) check can provide 
additional food for dinner: two fat rabbits, five 
mountain perches, and a bagful of dwarven penny 
bun mushrooms. There are also lots of blueberries 
and lingonberries. 


A PLEA FOR HELP 


The boy Mans arrives at the campsite after 
nightfall when the characters have finished dinner 
and the campfire is burning low. 

Roll a DC 15 Wisdom (Perception) check. 
Characters who succeed hear a rustling noise 
from leaves in the forest. They also see a pair of 
eyes reflect the campfire moments before a boy, 
no more than twelve years old, stumbles into 
the glade. His black hair is unkempt; his face is 
streaked with dirt and blood. 

The boy is called Mans. He is a male werewolf 
(CG), currently in his half-elven humanoid form. 
He wears a brown tunic, worn leather leggings, 
and hide armour that consists of various pieces of 
hides and furs stitched together. He also carries 
a short spear. Observant characters notice that 
Mans must have lost his shoes, as he is barefoot. 
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MANS’S BACKGROUND 


Mans was raised by his elderly grandmother 
in a small cottage in the woods. She was 

an eccentric witch who worshipped the 
goddess Seltine. To protect Mans as he 
explored the forest, she gave him a Witch 
Charm. The talisman enabled Mans to 
befriend a pack of wolves. 

However, one day a local hunter was 
infected with lycanthropy. He went to Mans’s 
grandmother for help, but before she could 
treat him, the hunter transformed into a 
werewolf. Mans was bitten by the werewolf, and 
his grandmother died defending him. Although 
his talisman could not stop Mans from turning 
into a werewolf, he didn’t become evil. 

Because of his lycanthropy, Mans was 
reluctant to seek out people in Buckbridge. 
Wary of strangers and due to his secluded 
upbringing, he returned to the wolves in the 
forest, who adopted him into their family. 
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DRUID CIRCLE 


The druid circle and nearby trees. 
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THE MISSING SISTER 


Mans draws a deep breath and explains that a 
band of evil goblins, led by a female orc shaman 
called Yzork, have attacked his family and driven 
them from their home. 

The boy pauses and adds that his mother was 
killed in the fight, and his father is grievously hurt. 
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“They took my sister, Luna, and I don’t know 
what they will do to her.” The boy’s voice 
nearly breaks. “Please, help me save her — 
and avenge my family!” 
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Mans answers all questions as truthfully as he 
can. However, he is aware of the bad reputation of 
wolves and werewolves, so he claims that he and 
his family are half-elves. 


THE FOREST IS DARK AND FILLED WITH 

MONSTERS 

Mans guides them through the night. Although 

the forest is thick and the half-moon provides only 

weak light, he follows the goblins’ tracks with ease. 
If a character studies Mans closely, have them 

make a DC 15 Wisdom (Nature) or (Survival) check. 

Upon success, they realise that Mans is extremely 

good at tracking and that he sometimes sniffs at the 

air while he searches the ground. 


THE DRUID CIRCLE 


After half an hour, the characters arrive at a circle of 
withering statues in white stone overgrown with moss 
and crumbling with age. All is quiet except for an owl 
that hoots nearby. 

The statues portray humans, elves, and fey 
creatures dressed in flowing robes. One of the 
statues has fallen over and shattered into three 
pieces, its head staring blindly at the sky. In the 
faint moonlight, the rest of the broken statues 
seem to gaze down at their fallen friend in sorrow. 

The area used to be a druid circle and an 
important meeting site for the fey and people in 
Buckwild. Once upon a time, there was a portal 
to Feywild not far from here in the woods of 
Longleaf Grove. Fey creatures and those who 
lived in Buckwild travelled freely between the 


two realms before the portal was closed due to 
increased tensions that risked turning into a war. 


AN UNPLEASANT EIGHT-LEGGED SURPRISE! 


Suddenly, Mans stops and raises a warning hand. The 
next moment, a giant wolf spider assaults the party. 
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A large, hissing bundle of hairy legs and 
venom-dripping mandibles leaps into your 
midst. You’re under attack! 
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THE GOBLIN CAVE 


After dealing with the spider, the characters 
continue deeper into the woods. Suddenly, they 
see the flickering light of a campfire further away. 


SSS... 


“T can’t go any further,’ Mans says 
reluctantly. “The shaman has built a magical 
effigy that prevents me from coming closer. 
If you can, burn it down and save my sister! 
They keep her in a cage inside the cave.” 

He adds grimly, “I'll wait here. If any 
goblins try to escape, I'll deal with them.” 


2 ES ne ee er 


Two goblins are guarding the entrance to the cave 
while playing Tic-Tac-Toe in the dirt. Occasionally, 
someone inside the cave barks, “Are you really 
keeping guard out there?” in Goblin, which 
prompts the guards to scout around dutifully for one 
round and then resume their game and insults. 


INSIDE THE CAVE 


Yzork, a female orc shaman, sits on a hefty throne 
in front of a large effigy of sticks and twigs made to 
resemble the orc god Gruumsh. She wears a tattered 
dress and several necklaces with animal teeth. 

Yzork uses the statistics of an ore with the 
following adjustments: 


> She fights with a quarterstaff and deals 1d6 
+ 2 bludgeoning damage. 


GOBLIN CAVE 


The cave that the goblins have taken over. 
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> She isa Ist-level spellcaster, and her 
spellcasting ability is Wisdom (spell save 
DC 11, +2 to hit with spell attacks). 


She has the following spells prepared: 


> Cantrips (at will): chill touch, shocking 
Srasp, shillelagh, poison spray 


> 1st Level (2 slots): mage armour, burning 
hands 


Yzork is joined by two goblins, who celebrate their 
newfound lair by guzzling stolen mead and gleefully 
poking their spears through the bars of a cage at the 
far end of the cave. The characters can hear sounds 
of distress and yelps of pain from the cage. 

Any strange noise from outside, or a lack of reply 
from the guards, will make Yzork order the two 
goblins to go and check for signs of trouble. 

The orc shaman fights to the death, but any goblin 
that loses more than 5 HP cowardly tries to flee. 


BURNING THE EFFIGY 


Setting the effigy on fire takes one round. After 
another round, it is fully ablaze. This causes the orc 
to lose her spellcasting ability and her active spells 
to stop working. 


A SURPRISING REVEAL 


If the characters inspect the cage after the fight, 
they find a barely conscious female wolf with 
grey, scruffy fur. She has numerous bleeding cuts, 
but she is alive. Mans dashes into the cave and 
releases her. 
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“Thank you for helping me!” Mans says and 
pats the large wolf next to him. “My sister 
would be dead by now if it weren't for you.” 

The boy removes a simple necklace with a 
medallion that he wears under his clothes. 

“Here, take this.” Mans hands the 
medallion to the characters. “My grandmother 
gave it to me before she died. It’s a talisman 
she made to protect me in the forest.” 
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The necklace is a Witch Charm, a magical 
wondrous item that provides its wearer with a +1 
bonus on Strength, Dexterity, and Constitution 
saving throws. It also enables the wearer to cast 
animal friendship as a first-level spell once per day. 


TREASURE 


A filthy sack under the throne contains 4 gp, 13 
sp, and 19 cp. There is also an engraved silver 
comb (worth 2 gp) and a barrel of mead. 


AFTERMATH 


The characters receive a group award of 300 

XP for accomplishing the quest, plus additional XP 
for defeating monsters. Alternatively, the DM 

can use this as a minor milestone award and the 
characters gain half a level. 


TO BE CONTINUED... 


Later that night, when the characters have 
returned to their camp, they hear distant howling 
as the wolves pay tribute to their fallen comrade. 

The following autumn morning is sunny, and the 
characters continue their journey. 


WA) THE END Ge 


The adventures continue in 
Call of the Wild, part 1 of the 
Hunter’s Full Moon trilogy. 
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A trilogy of adventures for characters of level 1 to 3. 
See all adventures at midnight-tower.com 
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